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How to load the cassette program into your computer 


1. 


Turn on the computer and TV. 

The word READY will appear on your TV screen. 
lf it doesn’t or if the picture is not sharp, see your computer 
instruction manual. 


. Insert cassette. 


Insert the cassette tape into the recorder with the name of 
the game you want to play face up. 


. Rewind the tape. 


Press the REWIND button on the cassette recorder and 
rewind the tape fully. 


Press PLAY 


Pressing the PLAY button on the cassette recorder does not 
cause the recorder to start. 


Type CLOAD on the keyboard. 
The word CLOAD will be printed on the TV screen. 


Press RETURN twice. 

Pressing RETURN activates the computer. Pressing 
RETURN again starts the tape recorder. 

When the program has finished loading, the tape recorder 


will stop automatically and the word READY will be printed on 
the screen. 


- Type RUN and press RETURN. 


After the computer signals READY, typing RUN and pressing 
the RETURN key will start the program in the computer. Now 
turn to the next section for instructions on using the program. 


In case of difficulty ... 

Programs from cassettes do not always load correctly the first 
time. Static or even brief interruptions of power can cause errors. 
lf the computer prints the word ERROR on the screen, try loading 
the program a second time by rewinding the tape and repeating 
the directions, beginning with step 4. 

There is a good chance that forwarding the tape slightly will 
help. Before typing CLOAD, rewind the tape, reset the tape 
counter, and fast forward to 001. If this doesn’t work, try beginning 
at 002, 003, etc. Write the number at which the tape loads correct- 
ly on the cassette tape. In the future, always load the tape from 
this point. 

A second copy of the program is recorded on the tape. If the 
program doesn’t load after a few tries, follow this procedure to 
position the tape for loading the second copy: 


e Rewind the tape and reset the tape counter to 000. 


e Press PLAY on the recorder. Type POKE 54018,52 and press 
RETURN. This special instruction starts the tape recorder 
motor. 


e Adjust your TV volume control to a medium setting. After two 
or three minutes of sitence you will hear “The program begins 
at the tone” in the TV speaker. 


e The instant you hear the tone, press the SYSTEM RESET but- 
ton to the right of the keyboard. This stops the recorder with 
the tape positioned for loading the second copy. 


e Write the number showing in the tape counter window here 
. In the future, use this number for positioning the tape. 


e Continue the load sequence with step 5. 


How to play Roman Checkers 


This ancient game has been played for hundreds of years. The 
program contains all the instructions telling your computer how to 
draw the playing field, move the pieces, keep score, and even how 
to play. You can challenge a friend to Roman Checkers while the 
computer moves the pieces and keeps score. Or you can test your 
logic and skill in a match against the computer program. 


Type name, press RETURN 

Type your name on the keyboard and press the RETURN key. 
The computer will ask you the name of the second player. Type 
COMPUTER for the name of the second player and press the 
RETURN key again. 

Whenever you want to play against the computer, just type 
COMPUTER for the name of one player. If you type COMPUTER as 
the name of both players, the computer will play a game against 
itself while you watch. To play Roman Checkers with a friend, type 
their name as player 2 and the computer wil! only keep score. 


It’s your move 

Roman Checkers is an easy game to learn. Each player has a 
color and players take turns picking squares on the playing field. 
You must pick a square that places your opponent’s color be- 
tween one of your squares and the square you picked. 

In the diagram, the player with the grey squares can choose 
square number 1 because that would place his squares on both 
sides of his opponent’s square. The player with the black squares 
can do the same thing by picking square number 2 and bracket- 
ing or Surrounding the lower grey square. 

This same rule applies to diagonals, too. Black could choose 
square 3 and bracket the other grey square. 

Use the arrow keys on the keyboard or the joystick controller to 
move the marker and select a square. Press the SPACE bar, the 
RETURN key, or the button on the joystick to signal your move. 


Keyboard motion control 

You can move objects on the screen by using the four arrow 
keys at the right side of the keyboard. Pressing any one of these 
keys will signal motion in the direction shown. 


Joystick controllers 

If you have joystick controllers, plug them into controller jacks 1 
and 2 at the front of the unit. 

Hold the controller so that the handle is pointing toward you. 
The red button on the base of the unit should be in the top left cor- 
ner as you look at the controller. Moving the control lever left and 
right or up and down will move objects on the screen in a similar 
way. 


Passing and handicapping 

If you cannot move, press P on the keyboard to signal a pass. 
The computer will check, and if you have no legal moves, will go 
on to the next player. Actually, being in a situation where you can- 
not make a move is very unusual. 

You can also handicap the computer or one of the players. 
Move the marker to a square you wish to give one of the players 
and press key number 1 for the left player or key number 2 for the 
right player. 


Same players go again (Y,N)? 

If you select Y, a new game will begin automatically or if you 
select N, the computer will ask for the names of the two new play- 
ers. As long as the same players continue, the computer will keep 
a running scoreboard of games won. 


How to win 

First, run through a quick game with the computer so you can 
learn how Roman Checkers is played. The computer is a very 
good player and you will probably need some practice in order to 
beat it. 

Here’s some winning strategy. If possible, always pick one of 
the four squares at the corners of the field. Next best choice is any 
square that’s against the edge of the board. Try to force your 
opponent to choose a square that is in the row next to the edge, 
and always look for your opponent’s next move. 

Total number of squares at the end of the game determines the 
winner. When the game is finished, press any key on the keyboard 
and see the final scores. 


Program notes 


This program devotes quite a bit of your computer’s power to 
playing a winning game. The algorithm or recipe the computer 
uses in selecting its next move involves quite a few calculations 
and takes approximately 15 seconds. 

If you find that the computer plays too well, we have provided a 
way for you to limit its intelligence. List line 520 of the program. 
You will see that the last thing in this line is |Q=1. If you change 
this to read |[Q=0, the computer will play only as well as an 
average person. 

We hope you enjoy playing this program and that you continue 
- to find computers challenging and interesting. 


How to play Frame-Up 


This strategy game can be played by one person and the com- 
puter or by two people. Each player alternates as you select num- 
bers from a grid. One player will move a pointer up and down to 
select a number and then the other player will move the pointer 
left and right to make a selection. The numbers chosen are added 
to each player’s score. 

The object of Frame-Up is to have the highest score when the 
game is over. Play will end when either player is unable to select a 
number. 

The computer will choose which player goes first. This choice is 
completely random, like flipping a coin. The computer won’t cheat, 
even if it’s one of the players. 


Computer play (Y,N)? 

The computer is asking if you would like it to be one of the play- 
ers. Playing against the computer is a good way to learn, so press 
the Y key to signal yes and advance to the next frame. When you 
wish to play Frame-Up with a friend, just press N to signal no. 


The meaning of * and ? 

The numbers are chosen and placed on the grid at random by 
the computer. Where you see a question mark, the number is hid- 
den and could be anything from zero to nine. 

if the computer is the first to play, it will move left and right to 
select a number in one of the horizontal rows. When a number is 
chosen by either player it will be replaced by an * 


Now it’s your move 

On the right side of the keyboard are four arrows that move the 
pointer on the grid. Since you are the up/down player, press the ! 
and { arrows to select one of the numbers in a vertical column. 

Press the space bar that’s in front of the rows of keys to mark 
your choice. The number you selected will be added to your score, 
the number will be replaced by *, and it will be the computer's 
move. 

Notice that when you selected a number you also selected a 
horizontal row. The computer's choices are limited to the row your 
number was in. By careful playing, you can limit the computer's 
choices to a range of low numbers. 


Losing already? 

Continue playing against the computer. Use the { and | arrows to 
select your number and press the space bar to score. Notice that 
the computer doesn’t always pick the largest number. The total 
scores are shown below the grid and you see the computer’s 
score getting bigger than yours. Don’t worry, learn a winning 
strategy. 


How to win 

To play well and even beat the computer you need to plan 
several moves ahead. The idea of Frame-Up is to frame your 
opponent into a row of low scoring numbers. Notice what choices 
your Opponent would get as a result of each possible move you 
could make, then pick the move that gives you the best advan- 
tage. 

Very good players will plan several moves ahead. Remember 
that the question marks act as wild cards and could be anything. 
On the average, a wild card will be worth four and one half points 
(halfway between zero and nine) and could be the best bet 
against a sure four. 

Another pointer, if you get ahead, look for a combination that 
will Frame-Up your opponent and end the game. 


Same players go again (Y,N)? 

Press Y or N as before to signal whether you want to play 
another game with the computer or start a different scoring series 
with a human opponent. The method of play, by the way, is the 
same. Two players alternate using the keyboard and moving the 
pointer with the up/down and left/right arrow keys. 


Operating your computer 

If your computer ig iurned off or if power is interrupted, the 
program will be lost irom the computer memory. To load the 
program again, just follow the loading directions. 

To stop the computer without losing a program, press the 
BREAK key. To start the program again, type RUN and press 
RETURN. You can stop a program to start over, to load a different 
program, or to make changes to the individual instructions. 

If you leave your computer for several minutes an automatic cir- 
cuit will activate and begin changing the colors on the screen. 
This circuit is designed to prevent burn-in of images on your TV 
screen, Pressing any key on the keyboard returns it to normal col- 
or. 

To see the complete list of instructions in this program, press 
BREAK, type LIST and press RETURN. 
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CARE AND HANDLING 
Keep the enclosed magnetic recording away from magnetic 
fields, transformers, power supplies, motors, etc. so that the 
program will not be erased. Always protect magnetic cassettes 
from temperature and humidity extremes. 


COPYRIGHT 
This product is copyrighted and all rights are reserved. The 
distribution and sale of this product are intended for the per- 
sonal use of the original purchaser only and for use only on 
the computer system specified herein. Moreover, any unautho- 
rized copying, duplicating, selling or otherwise distributing this 


product is hereby expressly forbidden. 


LIMITED WARRANTY 

IMAGE Computer Products, Inc. shall have no liability or re- 
sponsibility to purchaser or any other person or entity with 
respect to any liability, loss or damage caused or alleged to be 
caused directly or indirectly by this product, including but not 
limited to any interruption of service, loss of business and 
anticipatory profits or consequential damages resulting from 
the use or operation of this product. This product will be ex- 
changed if defective in manufacture, labeling or packaging, 
but except for such replacement the sale or subsequent use 
of this program material is without warranty or liability. 
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